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FROM THE EDITORIAL STAFF 


Before we start, we have important yet sad news; Jacob 
‘WordsWinWars’ Russell has left the Editorial team as Lead 
Editor. Jacob has been with us since the very beginning 
and this magazine wouldn’t be where it is without his 
dedication. Jacob is a tough act to follow, and we’re all 
going to miss his guiding hand on the magazine. We thank 
him for his service and wish him all the best for the future. 


But this ship can’t be left without a captain, and that 
responsibility has fallen to me. Starting next month, I, 
Adam ‘TheSphericalCat’ Wilkin, will be in charge but that 
doesn’t mean much will change. Myself and the editing 
staff have a few ideas about where we’d like to take the 
magazine, and we're really excited for you to see what we 
have planned - but you'll have to wait and see! 


We've had a pretty busy time here, with E3 and the launch 
of the Paladins on Switch - you can read more about that 
later in this issue. Also make sure to keep up with the 
Paladins Premier League recap, and a look at how Realm 
Royale has progressed with its standalone launch. Harry 
“CosmicDante” Clough has some great tips for playing 

on Ascension Peak, and last but not least we have an 
alternate look at how two of our favourite champions met 
in the short story Legend of the Wild. That leaves me to 
thank all of our writers for their tireless work in bringing 
this magazine to you each month, and to thank you, dear 
reader, for lending us your eyes. From all of us here at the 
Paladins Community Magazine, we hope you enjoy it! 


You can read Jacob’s statement regarding his future here: 


t.co/ObtH24kMO). 


Luke Greenfield 
Design Editor 


Adam Wilkin 
Lead Editor 


Steve Greenfield 
Managing Director 
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It’s about time we had another support in the Realm! The last support to be released into 
Paladins prior to Furia this month was Jenos back in July 2017. What’s interesting is that both 
of them have a similar healing ability where they mark an ally and a similar movement ability 
where they float in the air. There’s more similarities than that, but I'll save those for later. 


| can’t forget about her lore (she’s the sun to weapon is all about using your heal as soon 
Jenos’ stars it seems), so here is that: as it goes off cooldown so you can maximize 

your Wrath to deal the most damage. 
“Sarah prayed to the Eternal Pyre for the 
strength to fight the Abyss, to avenge her 
fallen sister. Her prayers were answered. She 
was saved from the Abyss, and transformed 
into Furia: An avenging angel of cleansing 
flame incarnate. Now the former sisters stand 
opposed, vessels of otherworldly powers far 
beyond that of mere mortals.” 


Furia’s primary fire (LMB) is Pyre Blade. 
“Deal 330 damage every 0.5s ina medium 
spread. Healing allies builds your Wrath 
resource and increases your attack speed. 


Wrath decays over time.” Success with this 
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“Medium spread” seems to over exaggerate Furia’s secondary fire (RMB) is Kindle 


the spread of the weapon but you should Soul. “Target an ally near your reticle and 
be mindful of the damage falloff. Positioning cast a heal that heals for 1000 and then 500 
while using this weapon is all about about over 2s.” | spoke about Jenos earlier, this 
staying far enough away to be safe while ability is the exact same aiming wise. Where 


healing your allies (while needing to keep line the two abilities are different are the duration 

of sight) but close enough to deal meaningful of the healing: Furia heals 2,000 health over 

damage. two seconds and Jenos heals 2,200 health 
over 10 seconds. Furia’s heal has half the 


~ 
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cooldown, four seconds compared to eight. 
The talent for this ability is Cherish and it 
empowers Kindle Soul so that it heals up to 
50% additional health based on your ally’s 
missing health. What’s important to note is 
that Kindle Soul cannot be applied through 
obstacles, making it a bit harder to use than 
Astral Mark. This ability works best on open 
maps and may be better in compositions 
where you only have a single front line 
because you can only heal one ally at a time. 


Furia’s first ability is Pyre Strike. 
“Summon a beam of searing light that 
travels forward. Enemies caught in its path 
are stunned for 1s and take an instant 400 
Damage along with 20 damage every 0.05s 
they remain inside the beam.” Pyre Strike has 
a cooldown of 12 seconds. This ability is the 
opposite of Kindle Soul in my eyes because 
it’s great to use in areas with many walls so 
your enemies won't see it coming. The two 
talents for this ability are as follows: Solar 
Blessing makes Pyre Strike stop on and heal 
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allies it passes through for 300 health every 
0.05s and Exterminate makes it so Pyre Strike 
stops moving until the duration ends when 
it hits an enemy. Teammates who use their 
team’s Pyre Strike effectively will hit the 
stunned enemy with their crowd control to 
lock that enemy down so they can be easily 
killed. You can maximize the stun duration 
of this ability by placing where your enemy 
wants to walk so they get hit with multiple 
ticks of it. 


Furia’s second ability is Wings of Wrath. 
“Propel yourself backwards and fire 3 attacks 
that seek out enemies, dealing 200 damage 
each.” The ability this is very familiar to is 
Lian’s Grace but it has double the cooldown 
(10 seconds). Celerity is the talent for Wings 
of Wrath and gives the ability a second 
charge. That talent obviously gives you extra 
mobility and damage but | imagine that 

this will be her least popular talent. There’s 
really not that much to say about this ability 
besides that... 
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Furia’s ultimate is Inflame. “Channel 

the Pyre and become untargetable for 2s. 
Afterward, you and allies within 150 ft of 
yourself gain 30% bonus weapon damage 
and 30% Movement speed for 8 seconds.” It’s 
important to note that you can’t do anything 
for the two seconds that you're untargetable, 
meaning you have to ensure that your 
teammates are good healthwise before 

you activate your ultimate. The ultimate 
combination | immediately thought of when | 
played Furia was combining her ultimate with 
Fernando’s Immortal ultimate. That combo 
makes your team unkillable and gives them 
bonus damage and speed. 


Her default loadout is called “Angelic Inferno” 
and mainly buffs her Wings of Wrath and 
Kindle Soul. Pyre Walker III reduces the 
cooldown of Wings of Wrath by 1.5 seconds 
and Fire Siphon III makes it so landed Wings 
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of Wrath attacks heal you for 150 health 
each. Light Forge Ill reduces the cooldown 


of Kindle Soul by .75 seconds and Burning 
Oath III makes it so Kindle Soul heals you for 
315 health over 3 seconds. Pyretic Dynamo 
Ill rounds out the loadout and increases your 
ammo count by six. 


Furia isn’t available for competitive play yet 
but I’m sure the competitive players are like 
support mains everywhere in that they’re 
happy there’s a new support champion. 
Mal’Damba and Jenos have dominated as the 
two main supports in this game for awhile 
and hopefully Furia gets a bit of playtime 

to spice things up for everyone. She seems 
to have the tools to do so but it’s never 

a guarantee that players will latch on to 
something new. 


By Jacob Russell 
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ASCENSION PEAK 


saercencaatanaenaaarinaieniinnennmuniiiie By Marry Clough § annua 


Ascension Peak is a unique map in many ways: it has a very large capture point, long line- 
of-sights on the payload push, multiple flank routes around the objective, and environmental 
hazards. Let’s start, as we always do, by examining the objective and what strategies your 


team can use to win the first capture. 
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First off, the area of the capture point is a 
large rectangle enclosed by a large building 
that has many open doorways onto the point 
from 3 of 4 sides. There are 2 statues on 
either side of the capture point which proves 
useful when trying to get an overtime if the 
enemy is close to 100% and capturing the 
point. Since the capture point is so large 

you can touch point while staying protected 
behind the statues and then escape, allowing 
overtime to tick over again allowing your 
team to get back in the fight. Unlike a map 
like Brightmarsh where there are only four 
ways into the objective area, Ascension 

Peak has many so a champion like Inara 

isn’t as strong in locking down an area. Barik 


can place his turrets behind the statues 
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out of enemy fire and if using the card 


Healing Station - where his turrets heal him 
every second - he can move out of enemy 
fire and heal up while still contesting the 
objective. Strong AOE ultimates like Seris’s 
Convergence, Pip’s Evil Mojo and Inara’s 
Seismic Crash can prove invaluable in hitting 
multiple enemies due to the lack of cover. 


When the Payload is captured and begins 

to move out of the central building and up 
the hill the attacking team is faced with a 
daunting high ground building that most 
often needs to be controlled to allow the 
payload to push past it. A good defending 
team will send their damage dealers up to 
the high ground to rain down bullets, fire and 
bombs onto the payload making it very tough 
to push against all that firepower. Luckily 
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on the other side of the map there are two 
narrow flank routes that can be used to come 
behind the defensive high ground and force 
the defending team to abandon it. | love 
playing Viktor on this map because he has 
the mobility, ranged DPS and AOE potential in 
his grenade to be very useful both on defence 
and offence. On defence he can rain down 
grenades multiple times if he uses the card 
Grenadier to reset the cooldown while on 
offence he can lob grenades with precision 
onto the high ground or use his great mobility 
to accompany the flankers round the back 
and distract the defending team. 


The last portion of the payload push sees 
the cart go through an archway and into 
a courtyard outside the defending spawn. 


There is high ground for the defending team 
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as they leave spawn which provides great 
safety to try and burst down the attacking 
team. The two flank routes either side are 
useful for avoiding the great deal of damage 
that is focused on this last choke point and 
if the cart successfully pushes through the 
arch it is more than likely to be pushed 
successfully. Khan’s ultimate is effective 
almost anywhere on Ascension Peak due to 
the many cliff edges around the map and can 
be used on defence as a last-ditch effort to 
throw an attacking tank off the edge. 
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This map offers a great variant on the temple 
and enchanted forest themed maps which 
allows flankers and damage dealers to excel. 
Tanks often have a hard time sustaining on 
the point with little cover and the payload 
push with all the defensive buildings that 

the cart must push past. The most important 
aspect of this map, however, is the well on 
one side of the objective building. One might 
be forgiven for falling down it accidentally as 
Bonkar, a pro player for Ninjas in Pyjamas did 
just that in a PPL game against Fnatic. Even 
the pros make mistakes! 


By Harry Clough 
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LEGEND OF THE WILD 


ULLAL Ry Nightline 


Long ago, in a village far from the reaches 
of industrialization, there lived a young boy 
named Cyparissus. The boy spent his days 
traversing vast forests with his best friend, 
Cervus. Though Cervus was a stag, he still 
cared for the child. The boy however had 
no fondness for his fellow humans, avoiding 
them whenever possible. 


Unbeknownst to the pair, they were not 
alone. Even in the deepest parts of the for- 


est, there were eyes watching from far above. 


Sylvanus, deity of the woods, had watched 
the boy from a young age. The ancient god 
was fascinated with the child’s love of nature. 
As years passed, Sylvanus became enamored 
further. Finally, on the eve of Cyparissus’s 
nineteenth birthday, Sylvanus descended to 
the mortal plane. 
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The arrival of a god caused stirs in the dark- 
ness. A particular force recognized this as an 
opportunity and seized it. Sylvanus reached 
the boy and introduced himself. The two con- 
versed merrily for hours, the boy stricken 
with wonder at receiving the favor of a god. 
Their jubilance was short-lived, however. 


The Godslayer emerged from the bushes near 
midnight. His target was clear. Sylvanus rose 
quickly, and the clash began. Despite the 
technology and black magic the Godslayer 
wielded, he was eventually beaten back by 
Sylvanus. With his final shot, the Godslayer 
struck Cervus through the heart. 


The fight had been won, but the damage was 
done. Sylvanus had many wondrous abilities, 


but even he could not transcend death. Con- 
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sumed by sorrow, Cyparissus morphed into a 
tree. For only a tree could weep forever. 


As centuries passed, the tree grew greater. 
The deep slumber of Cyparissus was only 
interrupted when his forest was cut down. 
When the first axe struck his trunk, his eyes 
opened for the first time in millennia. A 
branch reached downwards, seizing the axe 
from his body. His roots tore themselves from 
the ground. As he woke, he felt a different 
emotion. Rather than grief, Cyparissus now 
felt only a desire for vengeance. After dis- 
patching the men destroying his home, Cy- 
parissus plead to the gods. If only one would 


help him gain that which he now sought. In- 
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stantaneously, Sylvanus stood before him. 
Unlike himself, Sylvanus had not aged a day 
since their last meeting. Without saying a 
word, Sylvanus opened a doorway to nothing. 
The god beckoned Cyparissus forth. 


“This is the path to what you seek.” Syl- 
vanus implored. “Go forth.” 


Without hesitation, Cyparissus stepped 
through the entrance. A void, followed by a 
blinding light, followed by another world in 
the distance. The world grew closer, until 
Cyparissus was standing upon its ground. The 
environment around him, though foreign, felt 
familiar. Nature abounded, and small huts 
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were visible in every direction. The inhabi- 
tants of this world had learned to live with the 
natural world in harmony, rather than de- 
stroying it. 


Several of these inhabitants could be seen 
milling about between the huts. Chatter 
filled the air. Cyparissus lumbered towards 
one such grouping of huts. As he neared, the 
rodent-like citizens scattered in fear. Most 
rushed into their dwellings, while others ran 
with no particular destination in mind. One of 
these vulpine creatures was different. Rather 
than fleeing, the creature approached him. 


“Who are you?” The creature asked. His 
voice was curious rather than fearful. He ap- 
peared to be younger than most of the oth- 
ers. Not a child, but not quite an adult either. 
Cyparissus gave some thought to this ques- 
tion. To be honest with himself, he was not 
quite sure who - or what - he was. He was a 
tree now. Trees grew together in patches, oth- 
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erwise known as... 

“lam... Grover.” He said. 

“I'm Pip. Sorry about everyone. They 
can be a bit skittish, especially around people 
who aren’t Vulpen. The axe probably didn’t 
help much either.” Pip gestured towards the 
instrument Grover held. “Don’t you think it’s 
a bit ironic?” 

“What is?” Grover responded. 

“... Never mind.” Pip began walking to- 
wards the village. A wave of his arm signaled 
for Grover to follow. “Welcome to Bright- 
marsh. It’s not much, but you can stay as 
long as you like.” 


Grover had entered this world only 
moments before, and had already gained a 
friend. Maybe this venture would be pleasant 
after all. Just so long as he never lost sight of 
his true goal. No matter how long it took, he 
would do it. Grover would slay the Godslayer. 


By Writerguye 
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how does it play? 

In a word: brilliantly. Whatever black magic 
Nintendo and Hi-Rez have managed between 
them has kept Paladins running at a smooth 
60 frames per seconds in both handheld and 
docked mode. The game looks great still, not 
up to the same standard as maxing out the 
settings but the only thing that | noticed was 
a lack of Anti-Aliasing - and that was only 

in the spawn rooms when the game wasn’t 
really in motion. When the fight starts, those 
jaggies are the last thing you'll be thinking of. 


For someone who has only played First 

Person Shooters on PC for the last few years, 
going back to console controls was a little bit 
jarring. The game definitely plays slower, and 


the power levels of the different champions 
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PALADINS ON SWITCH 
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It’s been a great time in Camp Nintendo since E3, with lots of great ports coming to their 
flagship platform, the Switch. Joining the cultural phenomenon Fortnite, Hi-Rez have brought 
their own shooter to the portable console. Currently only available through purchasing the 
Founders Pack, Paladins is launching for free on Switch later this summer. But the question is: 


compared to the PC version is very evident. 
AOE attacks are a lot more powerful, both 
because they are easier to hit and harder to 
avoid. Quickly changing direction to avoid 
incoming attacks is also much harder, and so 
abilities like Mal’Damba’s Slither are much 
stronger. 


Matchmaking has been slower than on PC, 
but the audience is smaller so that is to 

be expected. The Switch version does not 
matchmake with PC, though it does share 

a player pool with the Xbox One players. 

It also requires a new account to play, one 
that is tied to your Nintendo account, so you 
won't be able to bring across any of your 


skins or share Battle Pass progress which is 
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rather frustrating. It’s understandable that 
the console versions and the PC version of 
an FPS never meet, but it would have been 
good if we can bring across all our cool stuff - 
especially since Paladins on Switch uses Hi- 
Rez’s own servers. 


Using dedicated servers has the added 
advantage that when Paladins does launch 
for free on Switch it will remain as such, with 
the Nintendo Switch Online service hopefully 
not being needed to play when that launches 
in September. There’s no official word on that 
from either Hi-Rez or Nintendo, so we'll have 
to wait for final confirmation on that. The 
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game is also almost up-to-date with the PC 
version, though it is noticeable missing the 
most recent Furia update. 


Overall, the Switch version of Paladins is 
great. There’s significant differences between 
the console and PC versions, and | think it 
would be reasonable to expect the two to 
have different balancing focuses. Hopefully 
the updates manage to maintain pace with 
the PC version so we don’t end up with a 
champion absent from one version of the 
game for long. Personally, I'm really happy 
that | can play Paladins on the move, and the 
Switch screen is perfect for it. 


By Adam Witkin 
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REALM ROYALE 


AUALALALULL UY By Nightlorude§—§ eterna 


As many avid Paladins followers may know, Hi-Rez Studios made their newest game publicly 
available this month: Realm Royale. Despite it’s relatively short lifespan, Realm Royale has 
gained significant traction. Beginning life as Paladins: Battlegrounds in 2017, the mode re- 
ceived positive feedback from the fanbase. So much so in fact that it spurred Hi-Rez to create 
anew game, independent from Paladins. 

With this came the name change, alongside and that of Paladins. Both are set in a world 
other changes to differentiate the two games. referred to as ‘The Realm’, and much of the 
The most significant of these changes, architecture has similarities. It remains to be 
outside of the map overhaul, was the switch seen, however, whether Hi-Rez will create 

to a class-based system rather than having a lore to bridge the substantial gap between 
full roster of characters. the games. 


One might ask why, then, is a Paladins-centric [QJHAT IS REALM ROYALE? 


magazine covering this game? Before | go on, Realm Royale is, on the surface, just another 
| must point out that the game shares much product of the battle royale fad. Delving 
more with its predecessor than a developer. deeper, though, it is so much more. While it 


At first glance, the weapons are obviously certainly shares some elements with other 
directly inspired by those from Paladins. battle royale games, it has plenty to make it 
For example, the Revolver is based on the stand out. Not only was it the first class-based 
signature weapon of Androxus, the Godslayer. battle royale game, it’s also the only one with 
Outside of this, there seems to be a strong significant influences from the hero shooter 
connection between the world of this game genre. The crafting and armor system is also 
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unique, and adds another level of complexity 


to gameplay. Another key point that, in this 
writer’s opinion, is the highlight of it all, is 
the map. Unlike other battle royale maps that 
consist of bland landscapes with structures 
interspersed, Realm Royale actually has 

five unique biomes. Each has a different 
architectural style, along with a different 
color pallette. Also, the revival system in 

this game (transforming into a chicken) is 
hilarious and helps to dull the sting of defeat. 
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WHAT'S NEXT? 


While the game might seem underwhelming 
at first to some, this is just the beginning. 
After all, we’re still in Alpha. With the amount 
of progress already made over such a short 
time, there is truly no way to predict what 
may come next. With legendary Hi-Rez 
developer Drybear helming the project, it 

is not a stretch to say that Realm Royale is 
destined for great things. 


By Nightlordude 
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The Renegade tumbled to the floor, narrowly 
avoiding another barrage. Fire engulfed his 
surroundings. Unable to breathe, he clawed 
at his mask. The respiratory system must 
have failed, as he was nearing the brink of 
unconsciousness when the faceplate came 
loose. His own reflection was clear against 
the cold metal. Bare, he was no longer the 
Renegade. Beneath all the armor, he was Lex, 
nothing but a man, vulnerable to the threats 
surrounding him. He took a moment to collect 
himself. It all happened so fast. He tried to 
remember when things went wrong, but that 
luxury would have to wait. A menacing silhou- 
ette flashed against the opposite side of the 
corridor. Lex readied his dual pistols: back to 


work. 


Two hours earlier 
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“THE RENEGADE” 
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“They call this stuff food?” Lex snorted, tak- 
ing a bite of the colorless ration bar. A reply 
came from the creature beside him. 

“Better than what we got in the mines,” 
the thing said. Lex did not recognize the spe- 
cies, but it was similar in appearance to much 
of the galaxy. A small green man. “Name’s 
Ruckus. Mechanic.” 

“Lex. Security.” Lex shook the alien’s 
hand. 

“Security, on this junker? What for?” 

“You'd be surprised. Some politicians 
prefer to travel incognito.” 

“Oh,” Ruckus replied. “Anyone | would 
know.” 

“Nah. Just some local warlord wannabe. 
Calls himself the ‘Ebon Star’.” 

“Sounds like a great guy,” Ruckus said, 
chuckling. “Well, | gotta get working. See you 


around?” 
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“Sure.” Lex responded. He watched 
Ruckus leave the mess hall, ignorant to 
the fact that they would not see each oth- 
er around. Indeed, they would never meet 
again. For at that moment, the alarms 
rang out through the ship. A voice crackled 
through his communicator. 

“Mr. Lex-” 

“Hey, I’m on duty.” A sigh came through, 
then a pause. 

“Mr. The Renegade, we need you to get 
down here. The Ebon Star may be in danger.” 

“What happened?” Lex asked, his voice 
taking a serious tone. 

“Approximately ten minutes ago, we 
came into contact with an unknown vessel. 
Three minutes ago, our hull was breached.” 

“Tell the Ebon Star I’m on my way.” 


Now 


The creature flung itself forward, enter- 
ing the light. Lex got his first glimpse of the 
thing. It appeared to be almost insectoid, its 
verdant exoskeleton glistening in the pale 
fluorescent glow. It charged, knocking Lex 
against a steel wall. The beast possessed 
immense strength, as it turned out. It hur- 
tled forward once more, but this time he was 
ready, Lex slid between the creature's legs, 
crossing to the other side. Before it could 
react, he sent a pair of blaster bolts towards 
the monster's spine. The bolts ricocheted, 
finding their mark in the corridor walls. The 
assault seemed to have no effect on the 
creature. Lex had but one option left. As the 
creature shuffled forward, Lex broke into a 


sprint. Even at full speed, he had no chance. 
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The beast gained on him with every step. He 
could almost hear its foul breath against his 
neck. Then he heard a voice, but he couldn't 
tell whether it came from the dark hall ahead 
or his own mind. Either way, the message 
was Clear. “Duck!” He obeyed. Just as he 

did so, a crimson beam sliced through the 
air above him. It struck the creature square 
across the chest. It fell to the ground in two 
parts. 


“| thought you were here to protect me.” a 
filtered voice came from the darkness ahead. 
“The tables have turned, it seems.” Lex could 
make out a figure now, illuminated by a glow- 
ing saber. 
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“Ebon Star?” 

“Indeed.” 

“What's the plan, sir?” 

“We need only hold out for a few min- 
utes longer. Reinforcements are inbound.” 

“Will they really help? | mean, | can’t 
imagine many ships were nearby. If we're 
lucky, we'll get a battalion of Reavers intent 
on scavenging the ship once we're all dead.” 

“You have little faith, Renegade. | con- 
tacted the Helios Corps upon our invasion.” 

“The Helios Corps?” Lex asked, his 
words failing him. He was dumbfounded. Per- 
haps this Ebon Star was more important than 
he had originally suspected. Lex was forced 


to push away these thoughts as a resounding 


/ 
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thud echoed down the hall. 

“Ah, here they are.” Ebon Star said. De- 
spite his mask, Lex knew the man was grin- 
ning. 

“Sir, watch out.” Lex said. A trio of the 
creatures began stalking the hall. The central 
one regurgitated a mass of green bile. The 
pair of men moved to the side of the hall. 
Behind them, the sphere impacted against 
a wall and fizzled. The wall gave way to the 
acidic stuff. Ebon Star sent a series of his 
glowing projectiles, decapitating one of the 
beasts. Lex fired continuously, but it had lit- 
tle effect. The creatures had them backed 
into a corner now. This was until the light of 
a glorious blue flame filled the world. The 
Helios Corps had arrived and destroyed the 
creatures in seconds. Within seconds, the 
creatures were vanquished. One soldier ap- 
proached the pair. 

“Come with me.” 
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Later 


“That's all you know?” The Helios officer 
questioned. 

“Yep. Can | go now?” Lex asked. 

“You can. If you remember anything, 
give us a call.” 

“If | may, what are you going to do 
next?” 

“Well, after exterminating the Dread- 
hunter threat on your ship, it’s clear that 
they’ve become more aggressive. Now we’re 
taking the fight to them.” 

“Sounds good.” 

“You know, we need all the help we can 
get. You want in?” 

Lex grinned. 

“Absolutely.” 


By Writerguye 
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PPL SPRING FINAL/MASTERS 


LAN RECAP 


saeaaccnnaninnuaaniununueuananunnannnuananunnunanunnuunuuunnununununnunununununnitid By Harry Clough 


cunnnumuanuitiiitin 


The two top seeded teams from NA and EU, G2, Team Envy, Fnatic and Natus Vincere showed 


up to battle in the PPL Spring Finals. 

The European semifinal, as predicted, did not 
disappoint and went the distance to game 7 
with both teams displaying both masterful 
team play and incredible solo plays. Fnatic 
isbittenner notably had exceptional games 
on whatever character he played. Game 7 
was on Fish Market and came down to a 3-3 
push. Thiel played a magnificent solo Barik, 
not something that is seen often at all, and 
Fisheko snuck into the Na’Vi backline and 
helped the final team wipe to secure the 
push, the game, and the set. 


The NA showdown was a quieter affair with 
G2 taking down Team Envy 4-1, a surprising 
result for some as Envy had come back after 
winning the Vegas Superstars LAN and had 
promised to give a good showing. Their only 
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win, on Jaguar Falls, was helped by some 
sloppy plays by G2, including Tulky getting 
a double kill on a Terminus Reanimate. G2, 
however looked dominant throughout and 
headed into the finals looking strong. 


The first map of the finals was on Serpent 
Beach and Thiel managed to ninja the second 
point capture with all 5 members of G2 
alive but not looking at the point, this would 
become a theme throughout the set. The 
second game on Splitstone Quarry started 
badly for G2, as Thiel on his beloved Makoa 
hooked Wardoom into the “fidget spinners 
of doom” in the first moments of the first 
fight. Moreover G2 let Fnatic push the point 
for free when Wardoom stepped off the 


point chasing isbittenner. Fnatic won the 
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game for free as well, Thiel’s ult pushing all 
members of G2 away from the point and it 
was Capped without any overtime. Fnatic 
won game 3 as well on Stone Keep with Kus 
and Evulli standing outside their base, not 
even contesting the payload as it walked on 
through. The last map was on Jaguar Falls and 
Fnatic 4-0’d in convincing fashion to become 
the PPL Spring champions, going undefeated 
in the spring PPL season. 


MASTERS LAN RECAP 


The Masters LAN proved to be a classic 
Paladins LAN event; the international 
underdog Spacestation Gaming (BR) almost 
going all the way and winning the hearts of 
fans all over the world, NA/EU rivalries going 
head to head, and fantastic plays from all 
teams present. One of the highlights of the 


first rounds was SSG taking down G2 2-0 

and Bugzy’s flank Drogoz on Brightmarsh, 
boosting around the back of the spawn to 
dump a Fire Spit + Salvo combo to delete two 
members of the Renegades. ChromaSpace 
(now under Armada Esports), the team from 
CIS, also showed great promise against 

the international teams but went home 
disappointed. Fnatic, hot off their win in the 
PPL Spring Finals, cruised through the winners 
bracket undefeated and sat waiting to see 
which team would pull through the gruelling 
losers bracket. It was Na’Vi who pulled 
through, who lost to Fnatic in the upper 
bracket finals, and so the Grand Finals would 
be a rematch. 


Natus Vincere got off to a roaring start on 


Fnatic’s map pick of Stone Keep, sweeping 
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them 4-0. In the draft for map 2, Jaguar 

Falls, Na’Vi banned Terminus and first picked 
Inara, forcing Thiel onto the solo tank Barik 
which has worked in the past but not in this 
matchup. Na’Vi won what was a hard fought 
game, with creativs hitting 1,400 damage 
shots with Desert Shadow and the Luminary 
damage boost from Jenos. On Serpent Beach 
Na’Vi upped the tank draft and banned Inara, 
with Makoa and Terminus also banned. Now 
it was Na’Vi’s to turn the solo Barik while 
Thiel switched onto Fernando. It was an 
awkward game for Fnatic. Bugzy was carrying 
hard and popped off on Kinessa and had an 
outstanding game, getting triple kills all over 
the place with Eagle Eye Kinessa. Thiel had a 
poor game on Fernando after having played 
Inara all tournament with damage reduction 
in his loadout and Rejuvenate. Thiel was 0/6 
at the start of the second round and was 1/12 
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at the start of the third and Na’Vi took the 
game in strong fashion, with Spunkki having 
a lights out performance on Mal’Damba. 
Fnatic rallied in the next game on Ascension 
Peak, playing a rare double tank composition, 
and seemed much stronger though the score 
was 4-3. The crunch game came on Frozen 
Guard and Fnatic returned to the single 

tank. They selected Terminus, who struggles 
on such an open map. Fnatic captured the 
first three points by playing passively and 
allowing Na’Vi to overextend. Na’Vi’s defence 
was impeccable, however, not letting Fnatic 
get to the first choke point as is commonly 
done so as to defend from somewhere safe. 
At 3-3 Na’Vi changed up their opening and 
played much more passively, allowing them 
to find crucial picks and holding Fnatic off the 


point long enough to claim victory. 
By Harry Clough 
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annua 


The start of the PPL Summer Split was one to remember: two monster players made a return 


to the PPL scene, Simisloo and Laizy. 


Week 1 

The first set featured Mousesports getting 
the reverse sweep on Virtus.pro, a team 
desperately looking for a win having gone 0-8 
in the Spring Split. The last map of the set on 
Brightmarsh saw Cybe8 on Cassie who didn’t 
look this strong since his great performance 
for Fnatic in the Fall Split. Simsiloo subbed in 
for Ninjas in Pyjamas for the first two weeks 
while the organisation sorted out transporting 
DiGeDog from Australia to join the team and 
performed fantastically against VP on Drogoz 
in the first map. Mouse fell quickly to Fnatic, 
with some accidental misbuys from Kowa, 
purchasing morale boost instead of master 
riding and were swept 3-0. The game of the 
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week for EU was surely the featured match 
Fnatic vs Natus Vincere, the two strongest 
teams in EU. This could only end one way, 2-2 
with both teams looking as strong as ever. It 
came down to Frozen Guard and Laizy seems 
to be NaVi’s main tank for the roster with 
Faenex flexing onto Lian. The set ended 3-2 

in Fnatic’s favour with isbittenner’s Cassie 
disengaging Buck away from the payload to 
push it through in great style. 


Week 2 

Ninjas in Pyjamas, one of the most 
experienced and oldest rosters in the 
European scene failed to qualify for a LAN 

for the first time going into the Spring PPL 
Finals since only the top two teams from each 


region qualified. They were eager to make up 
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for this and came out swinging against Fnatic 
in the first set, 4-Oing Fnatic on their own 
map pick, Frog Isle with Simsiloo showing 
amazing Evie gameplay. The set went 
downhill from there for the Ninjas however 
as the final score was 3-1 to Fnatic and not 
even Simsiloo’s Willo pick on Jaguar Falls 
could save them. Mousesports have been 
looking stronger and stronger ever since the 
Spring Split where they found their first ever 
PPL wins and against Natus Vincere, who are 
the stronger team. They found success on 
Jaguar falls with Cybe8 giving an impressive 
showcase of Zhin’s great potential on this 
close-quarters map. The set ended 3-1 in 
NaVi’s favour. 


Week 1 

The Renegades were up first against Splyce, 
a team still looking for its first win in three 
splits. There was great promise for the new 
roster as they took RNG to five games but 
ultimately fell short of winning on Serpent 
Beach. Splyce then played SK whose new 
roster addition, Wardoom from G2, had an 
exceptional performance on the support role 
going three games in a row without dying, 

a feat that has not been seen before in the 
PPL. Splyce took the set to five games again 
but perhaps a lack of team coordination 
came around to bite them as the two flankers 
for Splyce took their eye off the objective 
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for an instant and SK won the game right 
under Splyce’s nose. G2 played the last two 
sets against The Renegades and Team Envy 
winning both sets 3-1 in great style, although 
Kusqt picking Moji in the first game against 
NV might not have been the best idea! 


Week 2 

G2 went with some unconventional strategies 
against SK in the 3rd game of the first set, 
going 4 DPS and no tank on Fish Market. 

This dive comp of three flanks and a sniper 
snowballed easily against SK’s draft of 

Pip and Grover and ended the set 3-0 for 

G2. The Renegades’ new roster addition, 
Moonchopper, who rose quickly to PPL fame 


after stand out performances in the PGS last 
fall has improved the team performance 
against the stronger NA sides of Envy and 
G2. Against Envy he helped them win the 
first game on Stone keep by winning a 2v1 
to keep the overtime on the second payload 
push to help them win 4-0. The set ended 
3-1 for Envy but every game was close and 
could have swung either way. The Renegades 
second double header was against SK and 
they put the set swiftly to bed winning 3-1, 
a rather common scoreline this week, with 
Moonchopper showing great flex potential 
playing both flanks and dps to help RNG win 
the set. 


By Harry Clough 
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WANT FONKCON TR IST 


YOU CAN 


The Paladins Community Magazine is always 
looking for new staff! It doesn’t matter if you 
draw, write or screen shot like a boSS, we 
welcome all! 


Previous experience is not required. All we ask is 
to have a passion for the game and the desire to 
deliver the best content you can. 


All you need to do is click the sign-up form below! 


BATTLEGROUND oF THE GODS — 


FREE TO PLAY 
SMITEGAME.COM 


NEW MAEVE SKIN 


THE DEMONETTE 


